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Movin’ on up with Towers II 


Tsar II is the first genuine 


RPG for the Jag. I love RPG’s, so 
when I first heard about this game, I 
was very pleased. The screenshots 
that I saw looked very good as well. 


Well, the game’s finally heen 
released, and I’m happy to say that 
this game is excellent. 

The graphics are great. The 
textures on the wall, floors, and 
ceilings are done well. They do get a 
bit grainy when you’re up-close, 
but just take a look at Doom....The 
game has blocky walls, and 
everyone loves it (well, most 
people). The res on the textures 1s 
right in-between AVP and 
Doom. The framerate of the game 
is very good indeed and is not 
choppy, which is extremely 
important. The screen bobs up and 
down like you’re really running 
(i.e. Doom) and you can see the 
weapon that you’ re carrying 
moving in and out of the screen to 
add some realism. 

The enemies are rendered up 
nicely. They have a smooth and 
shiny look from a distance, but the 


enemies get a bit pixellized when 
up-close too, but nothing like the 
pixelization ya get on AVP. There 


is some noticable texture warp, but 
it’s nothing compared to the junk 
you'll see on the PSX. In fact, it’s 
arely noticeable. 

he animation of the enemies 
left me wanting a bit more, but at 
least there are more than 15 
enemies. More than AVP or Doom 
put together. As for special effects, 
there aren’t many. The light 
textures are animated, but that’s 
almost a must have. The draw in is 
a little closer than what I would 
have liked, but it works out just 
fine. When stuff starts to pop into 








view, it starts the depth cue, which 
shades the object until you get 
closer. This kinda creates a light 
sourced look. 

The music is done well. There 
is an into track, an in-game track, 
and an ending track, Thew all sound 
pretty good. The in-game tune is 
the one that really counts, and it 
doesn’t get annoying or repetitive. 
The track is really long, and it 
really counts when you play for 
long periods of time (which you 


The sound effects aren’t bad at 
all either. The slashing of a weapo 
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Abn! ic’s a Dorde! Kun: 


on a foe creates a cool cutting sound 
sea like : Lapin pie aa 

ootsteps go left, right, left, night... 
on the speakers (if ya got stereo 
sound), and all the effects are in 
stereo too. There are a few digitized 
effects too...for getting hit, and 
killed. There are sounds when an 
enemy greets you ...and you can 
hear their footsteps when they 
approach unless they fly. I didn’t 
feel that this area was lacking. 

The gameplay is excellent...and 

one of the eae strongest points. 
The control is a bit hard to grasp in 


the beginning, but like most es, 
you'll get the hang of chines. Vou 


start out with your bare hands, then 






by Wes Powell 


work your way up to crossbows, 
swords, spells, etc. You can equip 
isha character with boots, armor, 
elmets, rings, necklaces and 
weapons. ai 
Biche, Wk deans tees po 
can go to sleep and regain mana and 
piee That's if your character 
isn’t hungry. You can be attacked 
while you sleep, so be sure to clear 
the area. 

Character interaction is very 
good. You’ll be able to talk to 
people in the tower, and you’ll 
often have to go get something and 
bring it back to the being in 
exchange for an important item. 
When you kill someone, you'll be 
able to search-over his/her/it’s 
body for good stuff. 

The puzzles in the game are 
very intricate and well thought-out. 
You must pull levers, navigate 
through series of teleporters, walk 
on sensors, aie Sg es and — 
resurrect people! This game has to 
be a to be believed. 

There is also something unique 
about this game. On Doom, if you 
find a secret door, you'll simply be 
treated to extra ammo etc....but on 
this game, it’s essential for 
progress, and that definitely keeps 
you on your toes. 

his game is deep and will 
appeal to action gamers and RPG 
lovers alike! 


Towers II: Plight of the Stargazer 
By: JV Enterprises/Telegames 
For: Jaguar 

Type: 3D Action R.P.G. 


Graphics-8.5 
Sound/Music 8.5 
Fun Factor: 9.5 
Overal: -88% 
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The Atari Times is your newsletter! Feel 
free to send E-Mail to any of the 
following people: 


Editor: 
Greg "Fruitman" George 
ggeorge@mail.polk.cc.fl.us 


_ Patrick Test ne 
bolstine@cwo.com 


| Kevin Manne 
KevinManne@wycol.com 


Wes Powell 
powell@easilink.com 


Andrew Robertson 
andrew.robertson@scomagg.co.uk 





Send all snail mail letters, subscriptions 
(free!), cheats, submissions, and other 
fascinating mail to: 


Greg George 
1531 Stevens Loop Rd. 
Babson Park, FL 33827 


Shareware Notice: 


So, enjoying the NL? I hope 
so. It’s free you know. Well, sort of. 
I don’t charge anything for it, but I | 


do ask for donations of ail kinds. 
Weather it be written articles, 
helping find new subscribers, or the 
all important: CASH. 

It may not seem like it, but 
this small NL is a lot of work for 
one person! And it’s not just the 
layout each month. No, the hardest 


art comes after the NL is printed. 
he folding, the printing the labels, 
and the licking of stamps... (Ok, I’m 


really using self-sticking stamps 
now... 

his month, Gary Shaw and 
Kevin Savetz were gracious enough 
to donate that all important 
substance to the NL’s cause. Thanks 
guys! Your conscience is clear!! 


~ By Thunderbird, thunderbird@sprynet.com 


BattleSphere(tm Updatelr) 2/3/97 
re 


reetings BattleSpherical 
BattlePhanatics! It’s time once again 
to give you all the nitty-gritty on 
the most eagerly anticipated 
videogame in all of videogame 
history! You guessed it... we’re 
talking about carnage ary 
from 4Play!!! (That should really 


~ annoy Martian, huh?) 


More amazing superhuman 


effort has brought about dramatic 
_ changestothe worldof 


BattleSr here(tm). As we approach ~ : 


the end of available ROM space, 
more and more additional features 
are being added and play is being 
tweaked to perfection. The actual 
changes made include but are not 
limited to: 

my The graphical extravaganza 
introduction has been completed. 
The number-crunching graphics are 
indeed impressive. The nasty bug in 
the hardware which caused this 
mode to occasionally lock-up was 
circumvented. 

2) The mega-awesome new 
"Mystery" levels have been added to 
Gauntlet (I hate the term "Boss"). 
Several unusual new entities have 
been added to make things a little 
more interesting for the player 
trying to complete all 100 levels! 
Animated 3D ships RULE!!! 

3) Gauntlet Netoworking is 
nearly finished. This allows 2 


_ consoles to be connected to play a 


co-operative version of Gauntlet... 

it may be the only way some of you 

pet to see the nifty later levels (heh 
eh heh). : 

4) Cockpit radars have been 
aesthetically mproved for a more 
high-tech look. 

5) Another incredibly realistic 
explosion has been added. 

6) Several all-new sound effects 
have been a 

7) Steph is pleased to announce 
that all non-in-game music has been 
increased to 8 or 10 stereo track 
sound, thanks to an all-new music 





NG, 


layer expertly coded by TBird. 
imited bandwidth forces in-game 
tunes to remain 4-track). 

_ 8) A nasty hardware bu 
killing BattleSphere(tm) mode was 
eliminated. It didn’t show up until 
testing. 

5 erica esa Play mode 
is finished. This m ice eis 
sto strategy-invo white- 
bce. blast! Conquering the bases 
of the enemy team is challenging 
and. fun... and the more players you 
bring to the Battle Sphere, the more 
fun it gets. Forget about mindless 
"Deathmatching" (Which you can 


| al too in "Free-For-All" mode)... 


attleSphere(tm) mode’s vastly 
more elegant play mechanics create 
a nerworced play environment 
that’s light-years ahead of the 
simplistic kill-or-be-killed doldrums 


_everyone’s so weary of. 


The object of the mode is to 
capture the enemy team’s bases 
using special energy weapons... but 
you need to accumulate kills to be 
able to upgrade your ship to be able 
to carry these weapons. Once you 
upgrade your ship, you can dock 
with your bases Lt | load up on 
special weapons. 

But watch out! If you get 
destroyed, you have to start over 
again. Once you have sufficient 
weapons to conquer a base, and you 
get rough the Spe fighters 

fending it, you can lay into it and 
take it over. Once the base is yours, 
you can go after the next. Be careful 

ough because the enemy may not 
want you taking over their base and 
may take their own base down with 
a last-ditch bombing run, if it looks 
like you’re about to conquer it! 

Of course the number of bases, 
number of players, and method of 
victory (conquest or destruction of 
enemy bases) is completely 
configurable... for hours and hours 
of networked play fun. By itself 
this play-mode is an entire game. 
Remember.. this mode is for 2-8 
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- Plast! World Tour Racing Progra 


H ello Jaguar users, 

With luck World Tour | 
Racing will be released in March by 
Telegames. The game was originally 
completed 12 months ago, but the 
release vanished with the demise of 
Atari. 

Information about the product 
1S quite scarce, so I would like to 
clarify a few things. 

he game IS polygon based, 
the project was originally conceived 
as Virtus Racing on the Jag, but as 
the project progressed that look 
became dated and we received 
pressure to include heavy texture 
mapping. The game does contain 
some texture mapping, but also 
includes lots of tricks involving 
scaled sprites and bitmaps to make 
the screen look detailed and 
interesting, without anywhere near 
the same speed hit. It’s not 30fps 
but it is a fot faster than Chequered 


eWorld Tour Racing was in 
development for almost 2 years 
whilst f worked at a company in 
Greenwich London. Since than I’ve 
moved on and now work at another 
company, but I’m currently helping 
to resolve a few technical issues so 


Split-screen racing on the Jaguar CD. Yes! 








that the game can be 
published. I had to fire : 
up a dev-kit for the first Fe 
pa in wai a year : 
ew wee oO to su 
the screen don ak 4 
are now on the 
Telegames web site. 

’m grateful to 
Telegames for eleasinig 
the game, as I and the 
rest of the team thar 
worked on it were proud 
of the product and How 
well it played and looked 
when it was finished. . 
The fact that it didn’t go onto the 
shelves was a bit of a kick in the 
teeth. | 

The game has 16 tracks, 12 of 
which are based on real F1 tracks 


from around the world, and 4 





fantasy tracks which we made up {I 


wanted pyramids in the game and 
Egypt dosen’t have any racing 
ce. so what the heck). 

It has 10 cars in each race, at 
one point the game had as few as 6, 
it was part of the process of 
tweaking the game play so that you 
were always racing against 
someone. 10 cars worked well in 
the final product. The fact that you 
never really raced against 
anyone in CF was 
probably the worse thing 
about the game. 

_ The Jaglink is not 
supported, 2 player mode 
1s Via a split screen. 

What resolution does it 
run at? Erm.. most of 


them, this would 


while to answer, due to a 
technique I used to to 
maintain acceptable 
frame rates at all times. 
instead Ill just point out 
that Doom is the lowest 
resolution game on the 
Jag, only 160 horizontal 





mmer Speaks! 


Oh boy. Another 


probably take me quite a 


_ page 3 


Xe : 





















ra €25 
Oh, it’s for the gaat Roll 
pixels, and I’m higher than that at 
times. 
The music was produced 
by the same musician who did the 
music for that French skiing game 


_ that I can never remember the name 


of. It’s CD audio throughout and I 
was very happy with it, but you’ll 
have to neade for yourself. 

The early mock up pictures of 
the racing game had nothing at all 
to do eth WTR, it didn’t exist 
back than. The company where I 
developed the game was producing 
Brutal Sports Football at the time 
(the programmer who converted 
that game wrote thie firsi level of 
Die Hard Trilogy on the 
Playstation afterwards). 

Well done whoever it was that 
said that the in cockpit camera 
seems slightly higher than the 
drivers head, it is, by about 20cm. 
Very few people noticed in testing 
and it does make quite a big 
difference to the games playability. 
You can set the camera to lots of 
different position, you can even 
race via the TV cameras if you 
really want to. 

World Tour Racing was not a 
Domark project, and as a publisher 


Continued on page 4 
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World Tour Racing - 
From Page 3 


I don’t think they ever released any 
Jaguar software. As a side note, I 
now work for Eidos Interactive 
which owns Domark Software. 

Sorry about the Checkered 
Flag spelling but did you know 
that European and Americans 
pronounce Jaguar a we 
say Jag-u-ar, you say Jag-war. 

a: Jd he Fach ia tunnels 
and dips and bridges, it dosen’t 
wudiy undulate, which is mostly 
due to the nature of the real world 
tracks and the type of racing. 

The computer cars do race 
against one another and have quite 
complicated AI. The car AI was 
originally developed on another 
machine before ihe Jaguar project 
began, so it was adjusted, refined 
and playtested over a considerable 
length of time. 

Yes the game does vary the 
resolution. It dosen’t quite do it on- 
the-fly in the sense that it changes 
whilst your racing around a track, 
but it eh change from section 
to section and track to track. It even 
changes res when the game is 
paus 

If things are flying past at high 
speed you can get away with lower 
res as the eye dosen’t notice that 
sort of detail. Speed is all important 
in a racing game. I did at one point 
experiment with an engine that 
changed the base res on a frame by 
frame basis, but that makes simple 
things like screen overlays stupidly 
com ae er a ee 

e car 1s co rable, 
there is a rhe tg ao 
qualifying which you can jump 
into at any time and adjust all the 
usual stuff, It has a fairly 
complicated vector force model 
sain the physics of the car, with 
a set of interpreter blocks put in to 
make it a fun game to lacbh Sliding 
is an important part of the game, 
simply because most testers found it 
a lot of fun. 


8-bit Obscure: 
Corash Dive By Lee & Lori Krueger 


It’s once again time to step back 
into the past to remember a game that 
we never played! Thank you Lee & 
Lori for contributing this to the NL. 
You know, I think I’ve found most of 
these games on the ‘net and played 
them with the 2600 emulator. Heh 
heh heb... 


Title: Crash Dive 

Year Of Release: 1923 
Developer: 20th Century Fox _ 
Programmer: Bill Aspromonte 
Control: Joystick 

Game Variations: 1 or 2 player 


ial Tricks/ : 


-Hints From The Designer 


So you’d like to search for 
sunken treasure with me. Well, it’s 
going to take a keen eye, a good ear 
and quick reflexes to grab these 
treasures from the creatures of the 
deep. Before he hop aboard the 
Sea Hunter, let me give you a few 
navigational pointers. 

Obstacles always travel in 
groups: one in the a one on the 
sea, two in the water and one on the 
sea floor. Always approach these 
groups from the sky. 

During sky travel, you can 
hear the bird, helicopter and plane 
before you see them. (The fuels 

ip can be heard in any position.) 
If it’s the bird, skip it. If it’s the 
lane, boat or helicopter, disable it 
fore traveling underwater. Then 
you'll be safe from missiles when 
you enter the sea. 

The seventh group of obstacles 
is always the mine ald. If you 
survive, there is always an 
opportunity to refuel before 
advancing for the next treasure. 

Now that you have the 
knowledge of a fine sea captain, it 
will only take time and practice to 
become the finest sea hunter that 
ever lived. Good luck and happy 


treasure hunting. 
Game Instructions: 


Crash Dive The Objective 

Your mission, should you 
choose to accept it, is to score as 
many points as possible by 
destroying enemy ships, 
helicopters, planes, giant sharks, 
sting rays, souids, angler fish and 
lobsters before running out of fuel 
or crashing the flying sub. You may 
also acquire points by picking up 
the treasures that lie on the bottom 
of the sea. 
Comments: 
Lee Krueger wrote: 

I absolutely love this game. In 
my years of collecting, I have not 
managed to get this game until 
recently. And wouldn’t you know 
it, I find another the following 
week. I highly reccomend this game 
from both a collectibility and 
playability standpoint. 

The idea of the game is great. 
The sub/plane splashing into the 
water is : very well on the 2600. 
There is a reason why many games 
are ER’s, that is because the games 
are usually not that good; not so 
with Crash Dive. I rate playabili 
and graphics very high for a 2600 
game | 


For some strange reason 
another game for the Atari L 
comes to mind when I play Crash 
Dive (Turbo Sub, is kinda like a 1st 
person perscpective of Crash Dive). 

The game has so far managed 
to stay in circulation in my box of 
carts by the T.V. and not the 
storage box like some other’s I 

ve. 


Rating /= very Poor 


Graphics: 4 Sound: 3 
Gameplay: 4 Overall: 4 
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Taking Control. 


Biaaily the reason I decided 


to start this project was boredom. I 
had seen all the talk of a rotary 
controller for Te t 2000 on the 
Jaguar, and decided it was finally 
time to attempt to make my own. 
So, I went about findi sit the 
information that I could about it on 
the net, using search engines. I got 
most of my information from the 
Jaguar FAQ (http://www.cis.ohio- 
state.edu/hypertext/faq/usenet/ 
ames/video-games/atari/jaguar/ 
aq.html) and from Mezmaron’s 
Jaguar page (http://homepage. 
twd.net/staceman/jaguar. 
htm). A lot of credit goes 
out to them, for without 
their documents, and help, 
I would have had no idea 
of what I was doing. :-) © 


018 “ : @ 
Ou Can expect to 
invest a little money in this - 
pied if you want a : 
quality product. I’d advise 
to not go the ees route if 
t 


the action buttons, 2 regular push 
button momentary buttons foe 
pause and option, some wire han 
need 13, so different colors help), a 
soldering iron and some rosin-core 
solder, small ’telephone’ wire 
crimpers, and rubber feet for the 
bottom. This is just what I used, 
and you can substitute any other 
functional parts. I’m just trying to 
give you a feel for how IJ did ir. 

n : 1 - 
Once you have your supplies 
you can get started. The first thing ~ 
you will need to do is take apart he 








Munne 


jaguar controller. The screws are 
ehind the little rubber feet on the 
back of the controller, so you need 
to take them off. Inside are 2 circuit 
boards. The top is for the d-pad and 
action buttons, and the bottom is 
for the keypad. They are connected 
by a ribbon of 13 wires, which is 
eh beet — nba iihtaees are 
O e ad circuit boar 
eae the pid ak . 
the 2 boards, and leaving enough 
wire for you to work with. You 
will be using the keypad board for 
the internal workings of the rotary 
controller. What I did was to melt 
the plastic ribbon off of 
the ends of the wires with 
a soldering iron, while 
leaving the original 
connections intact with 
the board. That way it 
kept a good connection 
with the board and it was 
a lot easier for me. I took 
the crimpers that I 
bought and connected the 
13 wires I had bought to 
the now-exposed ribbon 
ing the wires 


+8 arn:  etdbg-t*4 
as dis SCOLRNES wana, 





possible (not that ends, labe 

over $30). The first item I : with tags as I went. This 

went after was the 2600 | Me sg eliminated soldering of 

driving controller (not the bs ee a these wires altogether, 

tennis ones). Make sure W-ho needs the AI droid when you've got a rotary-controller? and once again simplified 
the process. 


they are the correct ones by 
seeing if the rotary knob stops at 
any point. If it does, you have the 
wrong kind. If it doesn’t, you are 
on your way to T2K heaven. I 
icked my devine controller up 
oa a local flea market for $1, so 
look around and you should be able 
to get one pretty inexpensively. 
Next, I decided that I would mount 
it in a casing, rather than on the 
back of the r controller as 
Mezmaron did. So, I headed down 
to the local Radio Shack for some 
supplies.I picked up an 
*Experimenter Box’ to mount 
everything in, three *Momenta 
push-button soft -feel switches’ for 


2600 driving controller. This can be 
achieved by unscrewing the 2 
screws on the base of the driving 
controller. The bottom will come 
off and you will see the ’innards’ of 
the controller. These consist of the 
one button and the encoder with 3 
wires coming off of it. Now you 
have to pull the knob off the top of 
the encoder’s shaft. It is on quite 
tightly, so pull hard! But, be careful 
not to damage anything in the 
process. Then take the wires off the 
encoder, and remove it by © 
unscrewing the nut on the top of 
the casing. 

Next you need to open the 





Now that the wires were 
connected, I went about mounting 
the buttons and rotary encoder to 
the plastic case from Radio Shack. I 
used a regular-old hand drill, but I 
sprayed the drill bit with WD-40 to 
help prevent the plastic from 
cracking. Drill slowly! All of the 
buttons I used specified the hole 
sizes required, so that was no 

roblem. I attached the circuit 
Baad to the metal bottom of the 
case with screws, separating the 
board and the bottom with the 
rubber feet that I had taken off of 


Continuel-on Page 9 
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Breakout: The Next 2000 


After waiting 10 months for 


another "2000"-series title for the 
jaguar, Breakout 2000 is finally 

ere. While Atari Corp. may be 
little more than a defunct brand 
name owned by JTS, Inc., 
Telegames is keeping the Atari 
spirit alive with new releases for the 
Jaguar, one of which is Breakout 
2000. The packaging on the outside 
of the box looks just like the other 
Jaguar titles, but the label on the 
cartridge and the instruction 
booklet are both quite plain and 
generic-looking, obviously an 
attempt to keep costs down by 
Telegames. 

Once you turn the game on 
and get to the main menu, you’ll 
find the front-end graphics are 
rather 16-bit looking. Still, there 
are plenty of options available for 
both Breakout 2000 and Breakout 
Classic, eee various skill levels 
and paddle speeds. 

I wasn’t really sure what to 
expect from B2k until I started a 
game, but once I did, I was 
pleasantly surprised by the 
gameplay. The Jaguar controller is 
quite a 
had worned that without paddle 
controilers, Breakout could be 
difficult to play, but those fears 


were quickly alleviated. 


be x. 


Pres UD LK A,B 


uate for control in B2k. I - 





2, 3, at the same 
time to play Super Breakout 2000! :’) 


The gameplay 1s 
challenging, and it’s a 
lot of fun playing 
against the computer or 
against a human 
opponent. There are 
power-ups that can give 
you an extra ball, make 
the ball go fastez, 
slower, or even make 
your ball more 
powerful. Other 
power-ups make your . 
paddle smaller or 
wider, or allow you to 
catch the ball in your 
paddle (a la Warlords) and shoot it 
out again. There’s also a plasma 
cannon power-up, that allows you 
to blow up a bunch of bricks at 
once with an explosive charge. 

ring the game, there are 

RoboDrones that fly above the 
playfield and distribute the power- 
ups. Basically, the RoboDrones are 
just little robots that carry the 
power-ups. Robodrones A and B 
carry the powerups, while 
Robodrone C shoots stingers at 
your paddle. The stingers can crack 

ling your paddle. | | : 

Another interesting element of 
the aaaal tee is the ability of your 
ball to travel into your opponent’s 
playfield, and vice-versa. If you let 
had opponent’s ball get 

y you, they get to replay 
the same ball, and you lose 
1,000 points. Sometimes, 
both balls may be coming 
at you at once, presenting 
an interesting dilemma: 
let your own ball go by 
while you save the 
opponent’s to avoid losing 
1,000 points, or save your 
own ball at the cost of a 
big deduction to your 
score. 

The music is decent, 
but not great. Similarly, 


the paddle after four hits, effectively 
disab 


This really IS the evolution of Breakout! 






By Patrick Holstine 





the Classic mode isn’t all that great, 
it is nice to have a version of 

the original Breakout available to 

play on the Jag. Still, I’d just as 


soon turn on my 2600 and play a 
much better version of the original, 


complete with paddle controllers. 
All things considered, it looks 
like B2k is a nice addition to the 


: Jaguar library of games. It’s not 
em 


st 2000 by any means, but it 

is well-done nonetheless. 
i eset , most of the 
gamin c never get to see 

meredie to its cee release. 
Hopefully those of us who enjoy 
the Jaguar can Leip support 
Telegames efforts to publish 
unreleased titles like Iron Soldier 2, 
Brett Hull Hockey, World Tour 
Racing, etc. Only by buying games 
like Breakout 2000 now will we see 
more games for the Jag in the 
future. | 


Breakout 2000 

By: MP Games/Telegames 
For: Jaguar 

Type: Arcade/A ction 


Graphics: 84% 
Sounds/Music: 82% 
Gameplay: 86% 
Overall: 85% 
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Theme Park Playeuide.... 


One a the most important 


aspects of the res is the overall 
re a of the oS If you 
Jon’t manage your park properly 
then oul. a lot of cash. 


"Through Pee bad park 


= one of the little people has _ 
got stuck..." 


. your ware 


One of the most annoying 
messages that can appear during a 
game. When you see this message 
you know your in for a long game 
of hide and seek. The places most 
common for people to get stuck in 
are queue lines, under attractions, 
between the scenery and amongst 
ride tracks. Speed is an issue here. 
You want to find the little person as 
quickly as possible. What some- 
times happens is that a get 
stuck in ride queues which bri 
up the message only to be freed 
moments later when the queue 
moves on, so you should wait for a 

ew minutes to see if the situation 
clears up itself and the advisor 
disappears. Of course, there is 
gedune wrong with having a look 
just in cause it’s something else. 

If it seems that someone 
actually did manage to get themself 
stuck, you wili need to make a 
careful sweep of the entire park in 
an attempt to find them. Basically 
you just need to keep your eye 
open for a person that is walking. 
quite frantically without going 
anywhere, and hope for i best. As 
soon as you find the trapped person 
attempt to rescue them with the 
least amount of damage to your 
park. Depending on where they are 
stuck, try the fo Owing. 

Turn off the ride so the queue 
files out remove the entrappin 
obstacles to let them get out which 
might include tracks and/or actual 
rides! If you are really unlucky and 
have to remove actual rides then it’s 
your planning to blamellf you still 


cannot locate the unfortunate 
person, closing your park is one last 

erate measure you can take to 
find them. Hopefully, once the 
crowd has thinned out enough, it 
should be a simple matter to locate 
the trapped person. 


ry e 


fella & remember to keep 
nouse stocked. Any time 
your warehouse runs out of stock 
he lose money, people get 

ungry/thirsty, people go home 
and then people tell their friends 
not to go to your theme park - not 
good. Never overstress your stock 
capacity. You really should only 
have as many shops as you can 
continuously supply, otherwise you 
will hurt your ratings and well as 
the park’s popularity. Upgrade 
your warehouse as soon as possible 
So you can add more shops due to 
the increased amount of stock you 
can hold. pe oa 

A quick guideline you can 

folic: if pou don: need to re- 
order the moment stock arrives, or 
each order is not a full order, you 


don’t have enough shops! 

Signposts are useful things for 
guiding the little peeps around your 
park. When the little people pass a 


signpost and see something they 
Hie they will walk in the direction 
the signpost points, looking for that 


atraction. Every signpost can point 
to three different snes 1 ride, 1 


shop and the exit. Since the manual 
isn’t very detailed in the signpost 
department I’ve decided to write 
my own bit for using the signposts. 


Placing the signs: 
1. Select the signpost tool; 
2. Select the ae shop to point to 
and with the signpost tool: 
a) Hit button ’B’ on the nde. 
is selects the white sign 


aad 


the sign. NO 


By Andy Robertson 


pours tothat ride. 

2 Hit button ’B’ on the shop. 
his selects the red sign 

pointing to that shop. 

c) Hit button ’B’ on the exit. 
his selects blue sign pointing 

to the exit. 


_ You may think that seatieg 
signs to the exit everywhere is a bad 
igea but if you don’: then the peeps 
will start to complain about not 
being able to find the exit and again 
this effects future attendance levels. 
But don’t place an exit sign on 
every signpost, make it a 1 in 4 
ratio. : 


3. Hit button ’B’ on the path to 
place the sign. When i a 
be placed 


new sign, the sign 
the 


so that it points "towards 
selected object. 
4. Adjust the sign (if necessary) by 
pressing button ’B’ on the 
with the signpost tool to rotate 
TE: Pressing ’B’ on 
an existing signpost only rotates 
the sign whose colour matches 
the aa color of the signpost 
tool. 


The little people trust that the 
direction the sign points to, actually 
points to the attraction, so make 
sure you move the sign (as 
described in step 4 above) to point 
in the direction the peeps should be 
heading in. Signposts that are in a 
close distance of each other should 
be made to point away from the 
other so that the little people won’t 
get trapped between them, when 
they see something in both sign- 
poss they like. An example would 

e: 
Bg Gollan ann 
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Continued on Page 9 
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Profile Atarian: Wes Powell | The Music Man Spats! 


As a kid, I grew up with a 
few old Atari systems. I remember 
laying Pitfall for the 2600 an awful 
ioe Combat was also one that was 
in the slot often. We also had an old 
pong system....1 remember, when a 
mtd was won, the screen would 
ash rainbow colors. Back then we 
freaked out!..hehe I wonder what 
we would have done if someone 
showed us a Jag game?! I also had a 
Lynx for a time. I wasn’t able to get 
games for it as often as I liked, being 
YOu HEE: so I ended up getting rid 
of it. 
Early ’94, I made the choice to 
save up and get a Jaguar. I was 
_ considering either Jaguar, 3DO, or 
CDxX. I think I made the best 
choice...hehe. I saved my cash for 
about 4-5 months, and the next 
thing I knew, I had my Jag on April 
ist! That’s April Fool’s Day, but it 
definitely wasn’t a foolish choice! 
The first game besides 
Cybermorph that I got was 
Tempest 2000. Boy was I amazed! 
Never before had I witnessed a 
video game with such power. [2K 
had to have been the biggest leap 
forward in the history of video 
games...nothing went that far. You 
know how wien you shoot a guy 
and then it explodes, then the pixels 
suck back together and a power-up 
starts to come up the corridor? I 
was seeing those all day at school! I 
could hardly pay attention in 
typing class because I kept seeing 
particle explosions on the page! 
No other Jaguar game 
roduces an adrenaline rush quite 
ike Defender 2000. Just yesterday, 
I popped it in expecting to play a 
few levels. Next thing I know, I’m 
on level 87 sweating, and kickin’ 
stuff around the room! At that 
point, I was down to one ship, but I 
ulled back up, and managed to 
inished the game! Not much else 
will make you hold your breath 


like shooting it out with the final 
Camel on level 100. Insanely 
intense! I haven’t found games like 
these on any other platform. 

games just hit the spot 
with me. There is something unique 
about them. As with most people, 
Alien Vs. Predator was a great 
gaming experience for me. The 
graphics were (and are still in a lot 
of cases today) second to absolutely 
none. Iron Soldier is still IMO the 
best mech/war sim out there. I 
could go on and on. I try often not 
to focus on the dowfalls of Atari 
and the Jaguar. It was a superior 
console that had it’s short moment 
in the eye of the public, but in my 
eyes, it’s had uncountable moments. 
I’ve found more joy in the games on 
Jaguar than on any other platform. 


Age: 16 
Atari Systems: Jaguar/Jaguar CD 
Jaguar games: 43 


My favorite games include: 


BattleMorph CD 
Tempest 2000 
Defender 2000 
Towers II 

Missile Command 3D 


Super Burnout 


Rayman 

Theme Park 

Doom 

Alien Vs. Predator 

Ultra Vortek 

Highlander CD 

HS:UL CD 

Iron Soldier (can’t wait for IS2 
CD!!) 


Well...let’s just say everything but: 
Double Dragon 5, Kasumi Ninya, 
Trevor McFur and Checkered Flag 
(no, I kinda like Club Drive). 


...1 especially enjoyed the 
article on Nolan Bushnell and 
thought your reveiw of Towers was 
an excellent idea! :-) That is how I 
originally ’met’ Vince Valenti from 

Games. I cite conet) because I 
ve not yet met him or Jag in 
person, everything has been 
through the ’wire’. 

I had an Atari 400 way back 
when, then an ’800’, a 130XE, STe 
4mb, and finally the Falcon 030. I 
still have all these machines except 
for the 400 which I gave to a friend 
10 years ago for his kid. 

Any way when the ST was 
my ’mainframe’ J read in ST 
Informer a reveiw of Towers and 
being an RPG ’freak’, immediately 
called up Vince to order a copy. I 
had just puchased my Falcon 14mb, 
1 pani u, audio u grade, svga. 
When hearing this, Vince offered 
me the opportunity to do the music 
on Towers II for the Falcon. 

This was my first attempt at 
writing music for software and my 
first experience with 4-track mods. 
But I learned the little’ code I 
needed to know and went for it! I 
am a ’latch-key’ composer who 
knows enough about midi and 
digital audio to recognize my 
ignorance’ of it and who knows 
much less about computers and 

rogramming. 
: eT his has been a great time 
working with JV and I hope I will 
be on their team for some time to 
come. But I am also open to any 
other musical endevours that may 
come my way while I am in the 
process of compiling a CD of some 
of my material. 

Again Greg thanks for the 
response and the issue, I look 
forward to your next issue!! 


Eric Richardson 
EMU Studios 
Whidbey Island, Washington 


E-mail piper@galaxynet.com 
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BattleSphere - From Page 2 


¢ 


consoles only (no 1-player version). 

10) ing is progressing on 
the final play-mode (Alone against 
the empires), which is the Star- 
ne eur ag oon 

actic map is being desi as 
well as the ae Al peared to 
seek and destroy bases in multiple 
warp sectors. This mode will be 
super cool. 

With the multiple play-modes 
available and the variety of them, it 
a lot like getting 4 or 5 different 
high-quality games all for the price 
or one! Inuagine getting a same and 
4 of it’s sequels all at one time! 
That’s what BattleSphere(tm) is all 
about. 





Theme Park - From Page 7 


Arguably the most important 
employee of your park 
mechanics who repair all the rides. 
Only hire a mechanic when you 
find rides breaking down, and no 
sooner. You should have about 2 
mechanics for every 3 rides you 
have unless of course it’s a ride that 
needs constant fixing such as the 
Roller Coaster, Big Dipper and the 
Parasol Chairs where a seperate 
mechanic for each is recommended 
if you can afford it. Sometimes 
mechanics like to have a break in 
comfortable places they can’t get 
out of. When they are called to 
repair a ride they get stuck 
continually answering their radio. 
To remedy this, siacly pick them 
up with your "tweezers* and put 

em somewhere else, preferrably 
closer to the ride that needs 
repaired. As a general rule, when a 
ride does break down or is smoking 
then don’t wait for the mechanic to 
respond naturally, tell him to fix it. 

Stull to come:- The Stock 
Market, Shops & Rides, Play 
Stratagies, tips and devilish schemes 
to get the most out of your park. 
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Rotary - From Page 5 


the Jaguar controller. 

Now comes connecting the 
wires. I had attempted to play 
Tempest with the controller a few 
times before soldering the wires to 
the button’s connections, but it was 
very glitchy and didn’t serve the 
gees I had intended seeing if I 

hooked everything up right. 
Consult Mezmaron’s World for a 
diagram of what wires connect to 
which buttons. The di 1S 
more helpful than words in this 
case. Once you know where the 


j wires go, its just a matver of 


soldering the wires to the correct 
place, closing up the case, and firing 
up T2K! You may also want to 
weigh the rotary knob down with 
some lead fishing sinkers, to give it 


a sturdier, and more arcade-like feel. 


Once again, I’d like to thank 
Stacy J. Dunkle (mezmaron@ 
twd.net) and Andy Light (alight55 
@aol.com) for their documents, 
and Andy for his help via e-mail. 
Also thanks goes out to JAG! for 
his interest and support of this 
poles and for Povo space on 

is web page for little old me. A 
BIG thanks to all the Jaguar freakos 
on the net, especially on Jaguar 
Interactive, for their interest also 

ae The Atari Times) will not 
be held responsible for any damage 
done to any of your possessions as a 
result of reading this. You are 
responsible if your Jag explodes or 


something, not me. Attempt at 


your own risk. 
If you have any questions, 
please feel free to e-mail me at 
vinManne@wycol.com 


Happy Hacking! 
Enable rotary controller in 
Tempest 2000: At the Game 


Options menu, press pause on both 
controllers to activate the 


Controller Type menu. 





1 owners 


JAG FEST '97! 


With soaring plans, creative 
minds, inventive thoughts, a few 
very dedicated Atari fanatics, and 
the eager support of headstrong Jag 
owners, some very cunning 
individuals have brought forth a 
project that not only seems too 
good to be true, but could also be a 
reality. Welcome to Jag Fest ’97! 

What is it? Our First Annual 
Jag Fest is a spectacular convention 
(party) where all us loyal Jag 


meet in 2 designated 


spot, bring all our Jagu 

anil Siae and go ail out in an 
excellent Jaguar conference. Jaguar 
spirit will be in abundance, while a 
tremendous amount of fun will 
surge through the ea and create a 
Jaguar fantasy world where only 
Atari Jaguar 64 power will be 
experienced. 

What do we have to offer? 
Look we om ey and NBA 

am playotts. Tons of Jaguar 
sel ae er up and active, with 
carts and CDs lighting up the 
festivity. Also, che highlight of the 
show will be 16 Jaguars all hooked 
up and networking with 16 copies 
of BartleSphere(n), and 16 TV’s 
all lined up in a massive 
BattleSphere(tm) competition. All 
the best Jag games, free shirts, food, 
and all the works. 

Details? Ok, che location is 
Chicago IL. We are currently in the 
process of finding the perfect hotel 
room. We are also expecting an 
average of 100 people to attend. The 
date is the 25th 26th of July. Friday 
night we should all be there and 
there will be an informal dinner to 
situate everyone. Then Saturday 
from early morning to late at night 
will be the Jag Fest. Extensive 
details and plans are still being 
made. 

If you would like to join up, 
then please e-mail Chad or Kevin. 


chadjag@geocities.com 
KevinManne@wycol.com 
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Kevin M. Savetz 
PO Box 1205 
Blue Lake, CA 95525 
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